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This research is motivated by the problem of low learning achievment in 
Indonesia subject. Because many students (45,45%) do not complete 
unaccomplished standard criteria (75) that has been determined. The problems: 
(1) how the aplication of model role playing to improve learning achievment the 
grade students of elementary school three Panjunan Kudus?. (2) whether learning 
of model role playing can improve learning achievment?. The aim: (1) describe 
the aplication of learning role playing to improve learning achievment in 
indonesian folklore material. (2) find and improve learning achievment of the fifth 
grade students of elementary school three panjunan kudus in indonesian folklor 
material. 
Role playing is a way of mastery learning material through the 
development and appreciation imajinasi student. Folklore is the class stories that 
live and thrive for generations from generation to another. Hypothesis actions is 
role playing aplication of learning models can improve learning achievment 
indonesian folklore material the fifth grade student of elementary school three 
panjunan kudus.  
This research is a classroom action research that conducted in two cycles. 
Each cycle consists of three phases: planning, action and observation, reflection. 
Data are obtained using the technique of interviewing, testing, observation and 
documentation. 
Result showed: (1) The score of the test results students in learning 
Indonesian subject can achieve the determined unaccomplished standard criteria 
(75). Percentage of completeness in the classical learning in initial condition  is 
45,45 %. The scores  increase in the first cycle up to 68,18 % and  86,36 % in the 
second  cycle. (2) The average score of students learning activities in learning 
Indonesian is obtaining average score 72,72 %  in the first cycle that it has good 
criteria and increasing up to 86,36 % with excelent criteria on the second cycle. 
(3) The average scores of teacher’s skill in the management of learning activities  
using learning model of role playing get average score 70,8 with good criteria in 
the first cycle and increase up to 85,3 with excellent criteria in the second cycle.  
Based on  the results of  classroom action research that has been done, it 
can be concluded that the implementation of role playing learning model can 
 
x 
improve student learning achievment, student  learning activities and teacher’ 
learning management. Based on this study, researchers suggestions in applying 
learning model role playing should really explore the model used and choosing 
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 Penelitian ini dilatarbelakangi adanya permasalahan 
hasil belajar bahasa Indonesia siswa yang rendah. Ditandai dengan banyaknya 
siswa (45,45%) tidak tuntas dari Kriteria Ketuntasan Minimal (75) yang telah 
ditentukan. Rumusan masalah: (1) bagaimanakah penerapan model role playing 
dalam rangka meningkatkan hasil belajar Bahasa Indonesia materi cerita rakyat 
pada siswa kelas V SD 3 Panjunan Kudus? (2) apakah model pembelajaran role 
playing dapat meningkatkan hasil belajar siswa dalam materi cerita rakyat pada 
pembelajaran Bahasa Indonesia kelas V SD 3 Panjunan Kudus?. Tujuan: (1) 
mendeskripsikan penerapan model pembelajaran role playing dalam rangka 
meningkatkan hasil belajar bahasa Indonesia materi cerita rakyat pada siswa kelas 
V SD 3 Panjunan Kudus. (2) menemukan peningkatan hasil belajar bahasa 
Indonesia materi cerita rakyat pada siswa kelas V SD 3 Panjunan Kudus.  
           Model pembelajaran role playing adalah suatu cara penguasaan bahan-
bahan pelajaran melalui pengembangan imanjinasi dan penghayatan siswa. Cerita 
rakyat merupakan golongan cerita yang hidup dan berkembang secara turun 
temurun dari satu generasi ke generasi lain. Hipotesis tindakannya adalah 
penerapan model pembelajaran role playing dapat meningkatkan hasil belajar 
bahasa Indonesia materi cerita rakyat pada siswa kelas V SD 3 Panjunan Kudus. 
 Penelitian tindakan kelas ini dilaksanakan dalam dua 
siklus. Setiap siklus terdiri dari 3 tahap yaitu perencanaan, pelaksanaan tindakan 
dan pengamatan, refleksi.  Data diperoleh menggunakan teknik wawancara, tes, 
observasi dan dokumentasi.  
         Hasil penelitian menunjukkan (1) nilai tes hasil belajar mencapai kriteria 
ketuntasan minimal(75) persentase ketuntasan belajar klasikal pada kondisi awal 
45,45% meningkat pada siklus I menjadi 68,18% dan  86,36% pada siklus II. (2) 
skor rata-rata aktivitas belajar siswa 72,72% dengan kategori baik pada siklus I 
dan meningkat menjadi 86,36% dengan kategori sangat baik pada siklus II. (3) 
skor rata-rata kemampuan guru dalam pengelolaan kegiatan pembelajaran dengan 
menggunakan model pembelajaran role playing memperoleh skor rata-rata 70,8 
dengan kategori baik pada siklus I dan meningkat menjadi 85,3 dengan kategori 
sangat baik pada siklus II. 
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          Dapat disimpulkan bahwa penerapan model pembelajaran role playing 
dapat meningkatkan hasil belajar siswa, aktivitas belajar siswa dan pengelolaan 
pembelajaran guru. Saran peneliti dalam menerapkan model pembelajaran role 
playing sebaiknya benar-benar mendalami model yang digunakan, memilih media 
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